A prosthesis is a crucial technical substitute that should restore biomechanical function and body integrity for people with lower limb loss or congenital limb absence [1] . Within the last decades, lower limb prostheses developed from passive mechanisms to adaptive mechatronic systems [2] . Contemporary, such prostheses evolve to robotic systems providing powered locomotion support by drives as shown in [3, 4] . According to the review in from [5] , 21 different active lower limb prostheses are found in the research literature. With such technologies, various new research questions arise and the idea of prosthesis technology simulation is being discussed [6, 7] .
INTRODUCTION
The articles in this supplement contribute to those topics by tackling elastic actuation, gait recognition and control, biomechanical analysis and simulation, human factors, and virtual reality rehabilitation.
